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Arkham Asylum, Arkham City & Arkham Knight 


In 2009 a new Batman video game was released, the 
likes of which the world had never seen. Its name? 
Batman: Arkham Asylum. What would follow over the 
next six years was a video game trilogy that would 
change both the Batman franchise and gaming forever. 
The Batman: Arkham video game franchise is a fresh, 
dark, reboot of one of the greatest Super Hero stories 
of all time. 


Here, for the first time, fans of this groundbreaking 
video game franchise can explore concept art, sketches, 
and finished design pieces from all three games, com- 
plete with interviews from game developers and detailed 
captions that discuss the mood and role of each piece 

of art as it moved through the stages from conception 

to completion. The Batman: Arkham series, the most 
popular series of video games ever created, owes much 
of its success to the fully formed world it created for 
Batman fans around the globe—its vast inclusion of 
characters, its complicated, dark progression of plot, 
and its utter reimagining of a world that is both deeply 
familiar and completely new. 


In game one, Batman: Arkham Asylum, players find 
Batman locked up with a dynamic and devilish cast of 
villains well known in the Batman world. From Two- 
Face to Scarecrow to Batman’s eternal foe, the Joker, 
this game reveals the maniacal depths of Gotham City's 
madmen and challenges Batman to prevail in a setting 
where sanity has ceased to exist. 


In game two, Batman: Arkham City, Batman has moved 
out of the bowels of Amadeus Arkham’s madhouse and 
into the sinister metropolis of Gotham City. With all 

of the inmates set free, Batman sets out to face new 
crises as mobs mobilize into individual armies fighting 
under the control of each villain. 


In the third game in the series, Batman: Arkham Knight, 
the Arkham trilogy is bought to its epic conclusion. 
Developed exclusively for the new generation of con- 
soles and PCs, Batman: Arkham Knight introduces 
Rocksteady’s uniquely designed version of the Batmobile. 
The highly anticipated addition of this legendary vehicle, 
combined with the acclaimed gameplay of the Batman: 
Arkham series, offers gamers the ultimate and complete 
Batman experience as they tear through the streets and 
soar across the skyline of the entirety of Gotham City. In 
this explosive finale, Batman faces the ultimate threat 
against the city that he is sworn to protect, as Scarecrow 
returns to unite the super-criminals of Gotham City and 
destroy the Batman forever. 


With hundreds of images, interviews with the game 
creators, and details from all three games, this book is a 
treasure trove of game art that is a keepsake for any fan. 
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BATMAN HAS REMAINED POPULAR THROUGHOUT WILDLY 
DIFFERING ERAS OF POP CULTURE. HE HAS STARRED IN COMICS, 
ANIMATION, AND BILLION-DOLLAR MOVIE BLOCKBUSTERS. 


THE ARKHAM TRILOGY—ENCOMPASSING 2009°S BATMAN: 
ARKHAM ASYLUM, 2011°S BATMAN: ARKHAM CITY, AND 
2015°S BATMAN: ARKHAM KNIGHT—SHOWED THE WORLD A 
NEW BATMAN, AND IN THE PROCESS IT ALLOWED BATMAN 
FANS TO EXPLORE AN ENTIRELY NEW UNIVERSE. THE ARKHAM 
TRILOGY PROVED THAT SUPER HERO GAMES COULD BE BOTH 
EMOTIONALLY ENGAGING AND ARTISTICALLY STUNNING. 


THIS MASTERFUL MIX OF ART DIRECTION, STORYTELLING, 
AND GAMEPLAY SET A NEW STANDARD, ONE ON FULL DISPLAY 
IN THESE PAGES. STEP INSIDE ARKHAM AND LEARN HOW 

THE DEVELOPERS, ARTISTS, WRITERS, AND PROGRAMMERS 
REIMAGINED THE DARK KNIGHT AND HOOKED A WHOLE NEW 
GENERATION OF FANS. 
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WE WERE DRIVEN BY 

A COMBINATION OF 
PASSION, HUNGER, AND A 
SORT OF NAIVETE ABOUT 
ALL THE POSSIBILITIES IN 


FRONT OF US. 
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ginning of Arkha: 


PART 1 
ENTERING ARKHAM 


ROCKSTEADY STUDIOS, A SMALL DEVELOPER WITH A STAFF OF 40 
AS OF EARLY 2007, DIDN'T HAVEAN EXTENSIVE TRACK 
RECORD. 


ibilities 


it there 
mething rhythmic and beautiful 
sraphed fight 


hen we prepared th 


anted the 
player pic 
d to imme: 


FROM THE BEGINNING, 

WE WANTED TO CREATE THE 
MOST DISTILLED BATMAN 
EXPERIENCE POSSIBLE. 


PREVIOUS SPREAD An exploration by John Gravato 


jor the asylum’s exterior. The mist and the 
tombstones give it a haunted atmosphere. 


opposite The maximum-security section of the 
asylum, as depicted by John Gravato. The angular 
and crude concrete blocks were intended to provide 


architectural contrast with the rest of the asylum. 


FOLLOWING SPREAD An architectural concept by 
Drew Wilson. The Gothic architecture in this piece is, 
more rounded than the style used in the final ga 


PART /2 


ARKHAM ASYLUM 


ARKHAM ASYLUM WASN'T JUST A GAME. 
IT WAS AN IMMERSIVE NARRATIVE THAT OFFERED 
A NEW CHAPTER IN THE BATMAN CANON. 


And, in contrast to many of the Dark Knight's prior outings, this adventure would allow the audience 


the identity of the protagonist. 


by the events unfold- 
ng around them, nothing else would work. Before 
Rocksteady programmed a single pixel, director 
Sefton Hill and writ 
out what Arkham Asylum wanted to say. 


e players weren't hooke 


Paul Crocker had to figure 


ed to create the 
possible,” 
er. ‘We knew the story and setting for 


m the beginning, we w 


most distilled Batman 
says Croc 
the game r 


that led us to the asylum.” 


experience 


eeded to be focused and iconic, and 


Hill points out that Arkham offered the perfect 
space for setting Batman against his archen- 
the aftereffects 
‘We wanted to tell a story between 


emy and for seeing of this clash 


icons. 
Batman and the Joker, and the confined 
y them bounce 


vi- 
ronment was ideal for watchir 


off each other,” he s 


ays. 


ed to 
2s. Our vision demanded a very 
high attention to detail, to make it feel like every 
sq 


But another 
prove ourselv 


2ason was that we v 


are inch of the environment reflected the 
presi the characters and the history of the 
world. Batman's universe is so rich that we didn't 
want to create anything generic—and trying to 
create all of Gotham City wasn't something we 
were necessarily ready to do at that point—so 
ated a confined environment to keep that 
richness of texture. 


of 


ve C! 


In Rocksteady’s reimi 


ning, Arkham Asylum 


state on an island connected by a 


became 


avai 
id Gotham City. Hill also pushed 
join the story in medias res, 


bridge to mainlar 


We weren't interested in exploring Batma: 
origins," he says. “The thing that excited us was 
to jump in with Batman and the Joker already 
established, which is one of the best things 


about working with a cultural icon. 
has a basic idea of what Batman stands for and 
hi lationships with key characters, We could 
throw the rulebook out the window and start 
telling our story from the middle, establishing 
the Batman power fantasy right from the start.” 


Everyone 


Joining Hill and Crocker on the writing team 


was a notable name from Batman popular cul- 
ture. Paul Dini, co-creator of the 1990s Emmy 
Award-winning Batman; The Animated Series 
had ideas for the story that meshed neatly with 
Rockste 


dy's own goals 


‘We decided early on that we wanted to collab 
orate with an established Batman writer; 
Hill, ‘and Paul Dini's name was one of the first 
to come up, Working with Paul felt like a perfect 
way of staying grounded in the source material 
On the animated series, Paul kept the core appeal 
of the Batman comics and brought it to a different 
medium without losing that magic. Because our 
aim was to take the appeal of Batman and bring 
it into a game, working with Paul felt like the 
ideal match." 


says 


After Dini signed on, the team fell into a fruit 
ful collaboration. “We brainstormed how we 
wanted the story to go, and how to explore ways 
to have the characters interact,” says Hill. “We 
talked at key project milestones to share our 
vision and to draw on Paul's encyclopedic knowl- 
edge of the characters to make sure that authen- 
ticity was still there. 


“We wanted our game to be fun and engaging 


to play, but also totally familiar for Batman fans. 
We wanted everything to feel like it could only 
come from a Batman game, and working with 
Paul was a great start. It needed to be a uniquely 
Batman experience all over.” 


aigHT This painted wall takes shape 
of the game and 
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the asylum 


opposite A marketing r 
concept ba 3-D render from the 
game engine. Batman's sithouetté i 
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The 


ping st 


ARKHAMASYLUM, A 


ARKHAMKNIGHT 


PAGE { 023 


PREVioUS SPREAD John Gravato’s striking 
concept of the Joker, exploring the balance 
between comic book design and realism. 


representing the Joker’s supremacy over his nemesis. 


asove Ar‘ early concept of a calling card to be 
used by Scarécrow. It was not used in the final game. 


FOLLOWING SPREAD A marketing concept 
produced using in-game assets and portraying 
the duality between the Joker and Batman 


opposite A drawing in blue pencil by Drew Wilson, 


remember seeing a version of the first Scarecrow 
area and marveling as bricks and props were 
torn apart to symbolize the effect of Scarecrow 
tearing apart Bruce's mind. 
“The Riddler was added to challenge the one 
aspect of Batman we hadn't yet tackled—his 
intellect. My favorite part is the way that if you 
fail to complete his challenges he descends into 
mocking your intelligence and giving more and 
more clues. It helped us define our Riddler as the 
person who was desperate to be Batman's intel- 
lectual superior, whilst also making players feel 
like they could outsmart him.” 


Interview tapes encountered during gameplay 
provide an optional—and extremely detailed— 
backstory for the inmates and the history of 
the asylum itself. “The tapes allowed us to dive 
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deep into the villains’ individual psyches," says 
Crocker. “We could explore them in a way that 
tied them into the wider story while telling more 
personal stories that explained their conflict 
with Batman.” 


But Arkham Asylum wouldn't merely be a 


“greatest hits" of Batman foes. The Dark Knight's 


journey would culminate in a showdown with 
the Joker: his archenemy and his ideological 
opposite. 


“We wanted to explore the relationship between 


Batman and the Joker, which is at the heart of 
some of the best Batman stories,” says Hill. ‘I 
think that's one of the most interesting themes 
to explore—how Batman and the Joker are con- 
nected and aligned, just as much as they are con- 
flicted against each other.” 
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A GREAT GAME BEGINS WITH A GRAND VISION 
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achieve the desired effect if the team didn’t add a 
genero maginatis ggeration, “The 
stylize spect came from our approach to the 
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s Hego. 
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the freedom to rethink and 
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ter design. 


WE WENT BACK T0 SOME 
OF THE ICONIC BATMAN 
DESIGNS, FROM THE LIKES 


OF ALEX ROSS AND JIM LEE. 


in-game 3-D render for Kill 


acter study for th 


a degree c 


HEROES AND ROGUES 


THE GAME’S “ARKHAMVERSE” AESTHETIC MADE 
ITS BIGGEST SPLASH IN THE CHARACTER DESIGN STAGE. 


Jatman 


apove Arkham Asylum’s 
in-game 3-D render of the Joker, 


setow A John Gravato concept of a 
distorted Joker following his physical 
transformation via the Titan formula. 


opposite, Top The Joker's 
poison-dart gun. Art by Lee Oliver. 


opposite, BorToM An oversize pistol to 
be used by the Joker. Art by Lee Oliver. 


The Joker proved just as vital a design challe! 
as Batman. “I love the dynamic between Ba‘ 
and the Joker," says Sefton Hill. “That love/hate 
relationship, and th 
define each othe! 

pect of the Batman mythos.” 


Comic book artist Jim Lee had a direct h 
in the character design process through the 
involvement of h 4io, WildStorm Pro 
tions. A team of artists at WildSto 

Carlos D'Anda, worked in conjunc! 

illustrators at Rock: to refine t 
Batman and other charact 


‘I was at WildStorm doing concept work and 


art direction for DC Universe Online, so I 
already in that head space,” recalls D'An 
dme if I wanted to do some ¢ 


Batman games had been known for being kind 
of fe able, so ther e is 
whatsoever—which act y worked in our favor. 


and David Hego about the script and how y 
envisioned the game. It almost felt like’ an indie 
game, because the interactions wefe within a 
pretty small group. The whole process was very 
relaxed and flexible.” 
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wage 034 The final in-game 
3-D render for the Joker. 


PAE 038 A close-up of the 
Joker's leering fac 
using the game's 3-D render. 


asove, Leer An early 
John Gravato sketch for 
Batman's design, featuring a 
simplified chest insignia 


Avove, nio#r A ater Batman 
character design by John Gravato. 


oprosite A moody Batman 
concept by John Gravato, including 
an early Batarang design. 


Carlos D'Anda kept busy 


design: 


inmates, including the nightmar 


the mutated reptile Kile! 
infused grappler Bane. 


Scarecrow and Killer Croc were in my first batch, 
says D’Anda. “They went from rough to final with 
few changes. But Scarecrow and probably B 


were the ones that re 
lish the aesthetic 


Scarecrow and Bane 
acters we had the mo: 
ed in element 
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that would still fe 
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opposite A final in-game 3-D render for Batman. oes 


ToP One of many stone tablets encountered throughout the game environment. The art 


department used the beetle as a symbol of insanity, contrary to its meaning in Egyptian culture. 


asove Variations on an earlier John Gravato design for Harley, done in a more realistic style. 


Riont Detailed sketches for Batman's gauntlets and boots by John Gravato. 


Far night Anear-final John Gravato character design for Batman. 
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1e 3-D render for Harley Quinn. 
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Prison blanket. torn 
‘and stiched 


Coie perced into the ide 


‘smooth underly emir to reps 


Aigo thei hat re 
apposite An early character concept for ‘nepal eer cr a he 
Scarecrow by John Gravato. The final design 


was more stylized than this realistic version. 
asove A Carlos D’Anda character concept 
or Scarecrow, intentionally stretching the 


boundaries of a comic-book style. 


nich Variations on John Gravato’s character 


FaR RIGHT Variations on a John Gravato 
character design for Killer Croc, featuring a 


more realistic human figure. 
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apove Carlos D’Anda's take on a bulked-up, distorted Bane 


that is close to the final version featured in-game. 


opposite Carlos D’Anda’s more extreme take on Killer Croc, 
featuring scales, thick green skin, and a sharklike silhouette 


ARKHAM ASYLUM, ARKHAM CITY & ARKHAM KNIGHT 


tor John Gravato’s designs for the Scarface puppet carried 


by second-tier Batman villain the Ventriloquist. 


anove, Lert Character concept for Mr. Zsasz by Carios 
D’Anda. The character is known for his use of knives, and his 
restraints are designed to keep his hands out of action. 


Lert Character concept for Poison Ivy by Carlos D’Anda. Her 
Mother Nature look is offset by her Arkham inmate shirt. 


‘opposite A John Gravato concept for Poison Ivy, featuring 
more nudity than would be permissible in the final game. 
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BEYOND THE VISUAL QUALITY 
AND THE AESTHETIC, WE 


WANJ10 TELL STORIES. 


” 


opposite A painted concept of Arkham’s exterior by 
Drew Wilson, incorporating a forest of pointed spires. 


ABovE A very early conceptual sketch by Drew Wilson, 


featuring a beetle motif on the asylum’s entry gates. 
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EXPLORING 
ARKHAM ASYLUM 


IF BATMAN'S NEW GAME WAS GOING TO TAKE PLACE 
INSIDE AN ASYLUM, THEN THE BUILDING HAD TO FEEL 
AS INSANE AS THE LUNATICS IT HOUSED. 


ment 
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ngs another 
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ould always take the most 
one point to another. The 
d and tortured. All of 
bricks, rust, wetness, and 


dust as ly as possible.” 


ing to the dark- 


e of the asylum and the design of 


sioned as an Alcatraz-style island prison 


To portray the asylum, the art team lent the 
sland an air of history. Each building wor 
unique architectural style that spoke to the era 
in which it had been built. 


Deciding on an environmental visual scheme is 
not a simple task,” says Hego. “On the one side 
you want to avoid creating another generic ware- 
house, or another abandoned factory—you've 
seen it a dozen times in the last ten years. 


Apove A study in light by John Gravato. 
The vertical scale of the environment 
emphasizes that Batman can reach places 
normally considered inaccessible. 


opposite Texture research for stone, metal, 
and other materials, to be replicated in the 


asylum’s exterior architecture. 


FOLLOWING SPREAD The nighttime fog and 
crooked trees in this piece by John Gravato 


capture the feel of a noir horror movie. 


“On the other 
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Beyond the visual quality and t) aesthetic, we 
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And like all stories, video games offer linear n 
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force this progression by providing the player 


with varied, sequential locales. 
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ey,” says Hego. “In the 
same way that some video games let the player 
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go through a jungle level, a desert level, and a 
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Pipework main elements. 


} 


“The platform leading to it is held on chains. The 
metal structures are attached to the rock faces, 
hanging above an infinite chasm and bated by 
avery crude, blue light. Most of the equipment is 
covered by plastic sheets, adding to the mystery 


of the place. 


Even though Arkham Asylum’s action doesn't 
extend beyond the island's/borders, the team 
found ways to evoke a brdéader sense of scale. 
If the player gains a vantage point and directs 
the camera across thewaters of the bay, the dis- 
tant but welcoming/ights of Gotham City come 
into view. 


“While developing the island and its shores, we 
came acrosé the task to design the ‘out of game- 
play’ bouhdaries—the water surface, the light- 
house, 4nd the buoys,” says Hego. “A bit farther 
on thé horizon we created Gotham City’s back- 


drop. Back then, it only used a few dozen trian. 
gles. Seven years later [on Arkham Knight] we 
would create a new version, but this time with 
hundreds of millions of polygons.” 


But there is one avenue for leaving the island 
behind—an option that comes at the cost of 
Batman's sanity. At various points in the game, 
fear toxins released by Scarecrow trigger night 
marish visions that play upon the Dark Knight's 
worst fears. 


“Scarecrow's hallucinations were a good exer- 


cise in destructuring an environment,” says 
Hego. “The introduction to this part of the 
game is as plain and banal as possible—the 


player walks down a very ordinary corridor and 
through a morgue. Nothing prepares you for 
s coming. It is very important to keep the 
world realistic and believable—the surpris 
when 


what 
te 


the player is then even more memorab) 
reality shatters and the world becomes com 
pletely abstract.” 


volves 


Designing artwork for a game often 
determining how to deliver wordless, visual 
information to the player can 
offer clues, not merely serve as moody backdrops 


Environments 


To achieve these effects, Hego's team employed 
th varmth. 


ools of light, shadow, coolness, and 


“To help in navigation, and in the memorization of 


aprosite Produced late in the development process, highlights in the environment, it is important to 
these images of crooked pipework and heavy metal doors 
became part of the “bible” for designing the interior 


architecture of the asylum. 


Asove The art team designed this statue with modularity 
in mind. The wings and arms could be swapped out to 


easily create a variety of different statues. 


ABove, RIGHT The scale of this door emphasizes the 
asylum’s near-impossible qualities of verticality. 
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Light shape 


create peculiar elements that act as visual 
checkpoints,” says Hego. “A room's characteris: 
tic element—such as a statue, or a door at the end 


of a corridor—can be a point of focus in a room 
and help the visual narration 


“But this is often not enough to make a point of 
focus stand out, especially with the amount of 
details spread in the environment. Granularity 
and attention to detail are the important points 
we keep consistent through the art, and some 
times we add ‘noise.’ 


Lighting is a great tool to differentiate to the 
player what's important and what's just set 
dressing. Two ways to bring these points of 
focus forward are contrast through brightness 
and darkness and contrast through the use of 
plementary colors. A lit door at the end of a 
dark corridor, or a junction box lit with a warm 
orange color in a cool blue environment, can 
highlight important elements in the environ- 
ment and move the player forward. 


“We also play with the player's expectations to 
create reveals—for example, we force ourselve: 
to create a boring, dark corridor, and then reveal 
an amazing statue lit with warm lighting around 
the corner.” 
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Cts ATM, 


\ 4 Pa ASviayy 
ToP AND BOTTOM Two very different gargoyle designs by Lee \ qi 


Oliver. The first is done in an art deco style, while the other 
seems to have taken shape from the rocks themselves. 


mupp.e A decorative element designed by Lee Oliver. 
opposite This overhead sketch of Arkham Island was done 


early in development while researching the placement of 
gameplay environments. 
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MEDICAL AND CAVE WALLS. 
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BANE & BATMAN SMASH THROUGH 
WALL TO REVEAL ROOM 
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OPPOSITE, TOP 
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/ 


Proximity spores mines fired off and stick to 
surroundings 


Or mouth opens as the entire plant is about 
10 explode. 


Mouth opens to reveal flesh-ke tissue 
and jaggered rows of razor sharp teeth, 


‘Venom oozes and perspires out of the 
plant 


> ‘Venom sacks heave, expand and bulge at the 
- ‘ ———~ base of the organism 
Riont A John 


Clusters of seperate venom sacks populate the 

_———— area around the base, blending the organism 
‘more visually into its surroundings and stop it 
from looking pasted on. 
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Top The Joker appears on a television set mounted on the head of a mannequin in this pencil study by Lee Oliver. 


Top An early in-game screenshot with paintover elements, created to help conceptualize the battle arena in which Batman fights Bane. 


apove A black-and-white study of Killer Croc’s half-flooded subterranean lair. 
apove A Lee Oliver illustration depicting cells in the asylum’s high-security wing. 
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opposite The side view of the lighthouse 
environment. Believing that the game 
world was growing too large, the team 
made the decision to omit this element 


Bove The lighthouse is buffeted by waves 
in an early illustration by Drew Wilson. 


niout The distant skyline of Gotham City 
can be seen in this piece by Drew Wilson. 


FOLLOWING SPREAD A stylized view of 
the asylum exterior by Drew Wilson, 
Developed as part of early research, this 
piece depicts the structures practically 
growing out of the rocks on the shoreline 
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THIS PAGE A Lee Oliver study for the surrealistic 


Scarecrow environment, incorporating elements 


taken from the asylum’s morgue, 


opposite Another Lee Oliver take on the floating, 


frightening Scarecrow setting. 


twisted ceiling trame with smashed, 


work same as in Catacombs 


\"ayi Gall 


| Scarecrow Medical-S12-Detail ( Morgue Wall) 
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INSIDE THE ASYLUM, 
THE FULLY-EQUIPPED 
BATMAN PRACTICALLY 
SEEMS LIKE A VISITOR 
FROM ANOTHER PLANET. 


opposite An in-game render of the 
Dark Knight's famed Batarang. 


FOLLOWING SPREAD An in-game 
\ rendering of Batman in action, armed 
with his signature crime-fighting gear. 


GEAR 


BATMAN POSSESSES MANY SKILLS, BUT ARGUABLY 
HIS MOST AMAZING ABILITY IS HIS SIMPLE READINESS. 


His utility belt is loaded with every gadget he could possibly need to get out of a tight scrape. 
Arkham Asylum allows players to use devices to progress through the levels, an aspect that 
Sefton Hill compares to the gameplay found in Metroid and The Legend of Zelda. 


Inside the asylum, the fully equipped Batman. 
practically seems like a visitor from anoth- 
er planet. His sleek, machined gear stands 
out sharply against Arkham's riotous sur- 
roundings. 


“To increase the contrast between Batman's 
technology and the universe, we stepped 
the technological advancement of the world 
down,” explains David Hego. “You'll notice 
that the equipment scattered around always 
feels retro. Computers have old keyboards 
and curved, fat CRT screens. The phones 
have an eighties feel. The environment is of- 
ten covered with grime and dirt—it’s a pretty 
grim world. 


“Batman's gadgets come in two flavors,” he 
continues. “The ones that are in Batman's 
possession or delivered to him during the 
adventure are designed with WayneTech in 
mind. They tend to be very functional, with 
a military and minimalistic aesthetic. Dark, 
brushed metal and high-tech materials. 
Holographic technology, designed to make 
sure that the information provided to the 
player would be readable on-screen. There 
was a bit of artistic license while still staying 
believable.” 


The second flavor is what happens when 
Batman's WayneTech gizmos get hybridized. 
“Batman can create or modify an existing 
gadget by retrofitting elements found in the 
environment, to give it an improved function- 
ality,” says Hego. “Electric wires and added 
modules create a custom feel to the device. 


They highlight Batman's ability to create 
new gadgets when facing a problem.” 


One of Batman's most prominent gadgets 

is built directly into his cowl and is only 
experienced if the player enters a first-person 
scanning mode. This is “detective mode,” an 
enhanced version of the environment remi- 
niscent of the view from night-vision gog- 
gles and containing text boxes and glowing 
diagrams. The overuse of this eerie visual 
overlay had an adverse impact on Arkham 
Asylum's art direction. 


“From my point of view, detective mode creat- 
ed quite a few problems during development 
and after launch,” admits Hego. “Detective 
mode needs to be powerful—Batman is the 
world’s greatest detective, and he has access 
to the best technology available. Therefore 
the mode needs to reveal information una- 
vailable to the common human. Batman can 
trace smoke particles and footprints, analyze 
the environment for weak structures, and 
even monitor people's levels of stress. 


“The idea was to create a tinted and enhanced 
version of the world with color correction and 
augmented -reality elements superimposed to 
Batman's view. It worked pretty well—up to 
the point that some players played the entire 
game with detective mode on. 


“Of course, this was not the effect we want- 
ed. It was a bit shocking, like someone 
going to watch a movie at the cinema with 
orange-tinted sunglasses!” 


- 


IT STARTS BY 
UNDERSTANDING 

THE NEEDS OF THE 
CHARACTER, WHO IS HE? 
WHAT DOES HE DO? 


opposite A Carlos D’Anda 
character concept for Batman. 


PROGRAMMING 
ARKHAM ASYLUM 


ANY ARTWORK DEVELOPED FOR THE PRODUCTION OF 
A VIDEO GAME WON'T STAYIN STILL-IMAGE FOR LONG. 


Level designers at Rocksteady crafted simple 
environmental layouts of the worlds sketched 
out by the concept artists, laying down game-me- 
vanic elements as volumes andShapes in pre} 
ration for the design work {6 follow. Working 
with those shells, environmient artists dressed 
them up to suit art directér David Hego's vision 
of the asylum. Arkhami Asylum featured forty 
rooms connected by’thirty-four corridors, plus 


a- 


three exterior zones and another three environ- 
ments accessible via Scarecrow’s hallucinations. 


Rocksteady developed Arkham Asylum using a 
n of Epic Games’ Unreal Engine 3 
than a year, as the team 
prototypes and discovered 


custom vefs' 
The pi 
worketi out variou 


how to get the best possible performance out of 


the tools. 


“On previous games, we had developed our own 
state-based animation system,” says 
Rocksteady’s lead AI programmer, Tim Hana- 
gan. “It allowed programmers to quickly and 
smoothly transition Al characters between dif- 
ferent poses and integrate these animations into 
gameplay. When we moved over to the Unreal 
Engine, we ported over our existing system and 
took the opportunity to make some improve- 
ments. This included the addition of a visual 
animation state editor, fully integrated into the 
Unreal Editor." 


custom 


What did that mean for the team’s ability to 
craft convincing animations? Lead animator 
Zafer Coban's answer is simple: “There are no 
shortcuts.” 


The team's devotion to the highest standard of 
excellence found its true test in Batman—the 
only character taking center stage for hours and 
hours of gameplay. “We take great pride in every 
character that comes through our hands,” says 


ything to life is the responsibility of the programme: 
ments, animate characters, generate in-gapfie physic: 


“Batman was the one character 


s, who build interactive environ- 
, and develop naturalistic combat systems. 


Coban. “Each one is given the same attention to 
bring him or her to life in the best way we know. 
But of course, having the honor to bring life to a 
character such as Batman was a pleasure and 
a joy. 


“L was a massive fan when I was a kid—bedsheets, 


posters on the walls, Batwing and Batmobile 
toys, and making sure I never missed an episode 
of the animated series. I never thought it would 
come to this, and I think most of us here at Rock- 
steady feel the same way.” 


Animating a character like Batman came with 
a host of pressures. As the story progressed 
and Batman took damage, the aftermath would 
be persistently visible upon the surface of his 
armor, Coban used more than seven hundred 
animations to perfect realistic movements for 
Batman's cape. 


in our game 
who's on-screen basically one hundred percent 
of the time,” he says. “We had a fairly humble 
animation team in terms of size, here at Rock- 
steady, but we needed to constantly evaluate 
everything we did to ensure we didn't sway off 
track from each other, and to stay true to the 
man we all know." 


It's not enough to simulate everyday movements, 
not when Batman is anything but average. For 
Coban, everything came down to determining 
the actions that quintessentially convey the 
essence of the Dark Knight 


“People know Batman as the man standing above 


the streets on a gargoyle, looking down on the 
city with his cape billowing,” he says, “Or cutting 
through the air, with the wind racing through his 
wings. Or domineering over every enemy and 
standing with no fear. We know these are the 
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top The early 3-D island model. 


THIS PASE 3-D mo e s or buildings, created to test the practicality of various concepts. 


Asove A virtual model of Arkham Island created 's during the conceptual stage 


apove A John Gravato sketch 
exploring possible cape behaviors. 


opposite In-game renders of Batman 
from various angles and stances. 


things that define Batman. Our goals from the 


be: am Asylum were to bring this 


nning of 


iconic character to life, and to make the player 


y were in contro! 


In many ways, it’s identical to the role of an ani 
mator on a feature film—except for the fact that 
animating a character for a video game needs to 
account for the external factor of player control 
It's an added layer of complexity, and one that 
Coban is prepared for 


our roles as ani 


It's the fundamental part 


it be films or gar 


mators, w 


s,” says 


Coban. “Our job is to make the characters or 


cre ne to life so we can fully 


Tes ( erse 


the vie" ular case [with ga: 


ver. In our parti ning] 


ing that the 


n plays a huge role in ensu: 


animatic 


player is experiencing that world, or location, or 


realm, to its fullest. 


The process is far more than programming; it 
ith 


of an artist combined w 
starts by understanding 
in. “Who is 


requires the insight 


the sion of a fan. 


the needs of the character,” says Cok 
he? What does he do? What has he done to get 


to this point? What is he feeling when he runs off 


and dives down the side of a building? 


“We need to put ourselves into the minds of the 


characters so we can understand how they 


would move. And all of these are just stepping 
stones to moving us into actually animating 
the character. Without getting into the skin of 
character, it’s 


mate them.” 


the meaningless to try and ani 


Live performances can be a first ani- 


mation process, and Rocksteady’s motion-cap- 


p in th 


Centre slit splits 
cape into two 
sections. Could help 
introduce a more 
interesting variation 
in the billowing 
cape physics. 


the devel 


ture facility is a big asset 


Ha’ 


oper 


a motion-capture studio on hand of 


door v 


up an entirely ne en it cor 


to bring 


characters to life,” says Coban. ‘I 


encourage the animators to get suit 


up and 


to act out the roles of the characters—or in some 


cases, the creatures—that they'll be ar 


at: 


ing. This way they have full control over thes 


scenes, and in a sense they become pu) 


pet m: 


ters themselves. Being able to take what we've 


ist captured and seeing it come to life in a char 


r like Batman is a real joy.” 


hough it's important to keep the a 
believable, it often makes 


se to go k 


reali: 


and emphasize a character's extre 


You always have to see the results from a si 


back, so you can make a better judgment on 
what Jooks right versus what is right,” says 
Coban. “On Batrr 
on that realism. He is a man, after all, t 
tha 


an, we have to keep a ¢ 


se eye 


ut a man 


can do a little more than thi 


usual. 


dj of 
notional set pieces, most of 
m- 


e content 


Ithas to be a good bler tic motion—con: 
versation scenes 
Bat 


lessly stitched v 


n's navigational movement set— 
tk 
where we push the k 
satisfy the cool factor. This could bi 
how Batman glides throu 


more extr 


aries of 


1 life to 
is like 


navigates from one enemy 


what's real. It e1 yer can relate 


what s that he’s expe- 


ne's seeing, but also e: 


riencing what it would £ 
rue Super 
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oprosite Batman's movements are sketched out by 
John Gravato to assist with character animation 


asove A John Gravato diagram capturing the chained- 


together moves of the Freeflow fighting system. 


FOLLOWING SPREAD An in-game shot of Batman 
engaging in one-on-one combat. 


ONCE THE Al REACHES THIS STATE, 


THEY'RE SO SCARED THAT EVEN 
THE SIGHT OF BATMAN CAN LEAVE 


THEM COWERING ON THE FLOOR. 


BECOMING 
THE BATMAN 


AS AVIDEO GAME—MORE IMPORTANTLY, AS A BATMAN 
VIDEO GAME—ARKHAM ASYLUM COULDN'T AFFORD 
TO SKIMP ON THE COMBAT. 


of + the stealth Al encounters. Being Batman should 


always fe 


apture 


the feeling that E 


lea! 


1s, and it culmir 
jumping at imaginary 
ws, and losing their 


ABove A rough sketch of 


one of the asylum inmates, encountered 
in the game as a low-level thug. 


Top Perched overhead, Batman 
calmly observes his oppohents in this 
John Gravato illustration, 


opposite This study by Drew Wilson 
traces Batman’s/path across the rooftop. 
The teanyrejected this type of linear 
navigation very early in the process, 
preferring open-ended exploration. 
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“The initial prototypes wete based on trying to 
capture the rhythm and flow of combat using cin- 
ematic cameras and beat-matching mechanics,” 
explains Hanagan/“The idea was to respond to 
enemy attacks by pressing the right button for 
the situation in time with the music. Successful 
moves would be rewarded with awesome ani- 
mations showing off Batman's moves, which 
would lead directly into the next enemy attack. 
We created an early example of this using panels 
from Batman comics, which flashed on-screen to 
represent the player's and the enemy's moves. 


“Most of us enjoyed this system, but it suffered 
from a lack of depth. It felt disconnected from 
the rest of the game, and the mechanics didn't 
fit well when applied to groups of enemies. 


“We moved on to a simple, overhead 2-D proto- 
type, focused more on crowd control and group 
combat. The player and the enemies were repre- 
sented as on-screen circles, and you had three 
controls: a weak strike, a strong strike, and a 
redirect. Weak strikes briefly stunned enemies 
and knocked them away, strong strikes were 
used when you had space and could afford to 
concentrate on a single enemy, and redirects 


sent an incoming thug off in any direction— 
stumbling thugs stunned other thugs. 


“The stumbling block with this system was when 
we tried to move it into a fully animated 3-D 
world. It had a strong sense of rhythm, but try- 
ing to find the right animation style and linking 
it together into one flowing series of movements 
was tricky. 


“The breakthrough came when Zafer Coban cre- 
ated a series of exaggerated, over-the-top strikes, 
in multiple directions at multiple ranges. By 
choosing the most appropriate move for the cur- 
rent strike—and by allowing you to chain these 
moves together at will—the bare bones of what 
would become Freeflow was born.” 


Hanagan also needed to develop animations for 
special combat moves. Freeflow rewarded com- 
bos, with an on-screen counter to keep track of 
successive hits on hapless thugs. “The rest of the 
project was spent on moves such as the cape 
stun and the combo takedown,” he says. “Hav- 
ing a dedicated counter was one of the later addi- 
tions, and the subject of much heated debate 
within the studio.” 
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So ci 


3: Scare mis rs amule but only «sini 
stevak of paint to highlight thee. 


1- Bas: face paint, rough and thick 


Slightly more covered bottom half of the face along 4: A tuterial maak strapped of 


niger and siedar st the some tne 


Tals PAGE Studies of face-painted henchmen working for the Joker. 


THis PAGE In-game renders of the henchmen and crazed inmates who populate the asylum. 


THE BEST SUPER HERO 
GAME, BAR NONE. 


‘opposite In-game render 
of the Batman model 


ARKHAM ASYLUM: 
THE RECEPTION 


AFTER TWENTY-ONE MONTHS OF WORK AND 

THE EXPANSION OF THE DEVELOPMENT TEAM FROM 
ORTY MEMBERS TO SIXTY, ROCKSTEADY WAS READY 

TO INVITE PLAYERS INTO ARKHAM ASYLUM. 


The game launched on August 25, 2009, in North 
PlayStation 3 and Xbox 360, fol- 

European and Australian debut thr: 

days later. A PC release followéd in September 


scstatic—and the praise was some- 

ing to shout about. Eurogamer labeled Arkham 

Asylum “the best Super Hero game, bar none, 

and ne received number-one and Game 

of the Year rankifgs in many outlets, including 
Radar ahd the AV. Club 


critical validation felt nice, but the real proof of 
fell to the players. There too, Arkham 
ym found itself smashing sales records. 
Gamers responded in droves, racking up 
693,000 North American sales within the first 
days. By the end of September, Arkham 
Asylum had moved more than 2.5 million units 
worldwide. 


In a list of 2009 honors for achievements in gam- 
ing, the British Academy Video Games Awards 
gave Arkham Asylum the rankings of Best Game, 
Best Artistic Achievement, and Best Gameplay. 
At the 2009 Spike Video Game Awards, Rock- 
steady Studios won Studio of the Year. 


Rocksteady released a Game of the Year edition 
in the spring of 2010, which included a clever 
antipiracy measure that disabled Batman's glid- 


ing ability and left game thieves unable to make 
it past a poison-gas level. For mega-fans, the 
high-end Collector's Edition included a behind- 
the-scenes DVD, a leather-bound book detailing 
the crimes of Arkham's worst inmates, and a 
fourteen-inch replica Batarang. 


“In retrospect we had a huge vision for Arkham 
Asylum, and the team did a fantastic job of realiz- 
ing that vision," says Sefton Hill. “I'm immensely 
proud of the work that we did, and I know that 
we had a gn n remely hard," 
says Hill, “Idon't have any regrets about the final 
product or think there's anything that should've 
been included but wasn't.” 


Fans loved Arkham Asylum, but they wanted 
a sequel—and fast. What they didn't know was 
that Rocksteady had already planted the evi- 
dence. ‘et room existed in Arkham Asylum, 
and Rocksteady waited for players to discover 
the Easter egg for themselves. 


When no one did, Rocksteady spilled the beans 
By blasting a hole in a destructible wall, players 
could explore Warden Quincy Sharp's secret 
office, where blueprints and pieces of concept 
art revealed the scope of the studio's ambition. 


The next Arkham would not return to the asy- 
lum. Instead, the asylum would come to the ¢ 
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Riot An i tic piece by Kan Muftic 


essi 


depicting th jed perimeter of the newly 


formed Arkham 


y. 


opposite Marketing compositions for 
Arkham City all shared the same high 
contrast, washed-out look, unlike typicéi 
Batman imagery. Red was the only color in 
these illustrations, seen here in thé Hugo 


Strange propaganda posters. 


rion Kan Muftic created his piece early 
in the design process While researching 
buildings and architectural forms. 


FaR RIGHT Batman is perched above two 
guards in this‘piece by Kan Muftic, inspired 
by,élements from Victorian London. 


PART “3 


ARKHAM CITY 


ESCAPING THE MADHOUSE? 


NOT IF THIS TEAM HAD ANYTHING TO SAY ABOUT IT. 


Arkham City painted the entire expans 


elopme arkham City only began oncé 
Asylum was finished,” says director Sefton Hill. 
As a studio, our focus is on one project at atime 


to avoid spreading ourselves too thin,/and to 


that laserlike focus on making each game 


the best it can possibly be. 


e sequel-teasing Easter egg built into Arkham 


According to Hill, it was more of a wish 
Werhad idea 
ind for something we'd do for a sequel. But 


an a sneak peek. 


bouncing 


of Gotham ity with the brush of insanity, introducing a 
alyptic metropolis whose streets wefe haunted by the asylum’s worst inmates. 


even very late in development on Arkham Asy- 
Jam we still didn't know that we'd get the oppor 
tunity to make that sequel. We didn't know that 
the game would be as successful as it was. 


That's how the secret room came about. It was 
a simple case of us being hopeful that we'd get 
the opportunity to carry on with this awesome 
character 


“Fortunately—and fantastically—we did.” 


opposite, ror Lee Oliver's 
depiction of the flat rooftops 
required for easy navigation 

across Arkham City 


opposite, MIDDLE Batman 
looks down from a catwalk in this 
moody piece by Lee Oliver. 


opposite, Bottom Barges make 
their way through Gotham City 
Harbor. Art by Lee Oliver. 


nicht Batman looks out over a 
Gothic-inspired stretch of Arkham 
City in this piece by Kan Muftic. 


ARKHAM EXPANDS 


BUILDINGS EXPLODING 


more abc 


them together it cre 


Mixing together an even bigger cast of charac- 


vorkable challenge once Rock- 


ters became 


decided on the game's environment: a 
penitentiary built within 
Gotham City’s most decrepit district. The titu- 
lar Arkham City i$ ruled by Hugo Strange and 
backed by the political clout of Mayor Quincy 
Sharp, former‘warden of Arkham Asylum. 


ff, open-air 


he congept of Arkham City was a walled-off, 
son with all of the villains left 
s Hill. “We wanted to 
of Batman's 
ther in 


anarchic super-pr 


to théir own der 


create an environment where 


Rogues Gallery could interact with each c 


We felt it was fascinating to not only 
‘ween Batman and the 


one place 
see the relationships be 
iso to see how the villains would 


but é 


or supremac 


tory of Arkham City would be a 
m Hill, Paul Crocker, and Paul 
fted their focus 


As before, the 


mutual eff 
As Rocksteady staffers 


art 


Batman's relationships with his enemies and allies. Gotham City 
tes all sorts of interesting conflicts. 


‘BATMAN STORIES AREN'T NECESSARILY ABOUT 


full of strong char- 


from Arkham Asylum to Arkham City, the stu- 
dio expanded its workforce from seventy-five to 
more than one hundred people 


Within this open-world playground, villains such 
as the Joker, Two-Face, the Penguin, the Riddler, 
and Poison Ivy make territorial claims on various 
buildings and neighborhoods. Longtime Batman 
characters—Mr. Freeze, Solomon Grundy, Ra's al 
Ghiil, the Mad Hatter, and Robin among them- 
Cat- 


enter the Arkhamverse for the first time. 


woman even has her own playable storyline. 


“We liked the idea of using the environment to 
explore how the different characters would 
align themselves in this lawless world,” says 
Hill. “The villains each have their own agendas 


and methods: some are amassing armies, while 
heir own 


others choose to stay solo and pursue 
goals. That allowed us to create a story where 
Batman comes into contact with a huge cast of 


villains in one story arc.” 
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QUINCY SHARP'S GOTHAM CITY PROPOSAL 


Lert Blueprints for Arkham City, encounte 
game as part of an Easter egg hidden inside the 
warden's office in Arkham Asylum 


ARKHAM INVADES 
GOTHAM CITY 


WHAT DOES GOTHAM CITY LOOK LIKE 
WHAT SHOULD IT LOOK LIKE? 


This legendary fictional city has been realized many times in comics and animation, but Arkham City 
was an opportunity to put a new spin on the setting while paying homage to the character's r 


sry Gothic and ed to a more modern 
says. “It was ing to try to ap 
director David Hi ne way we app! the art direction we developed for Asylum into a 
details in every corner and our attempt to stylize new ground and show that we could con 
et designs through hyperrealism. the Arkhamverse and expand our vision.” 


nfidence to take upied by Arkha 

opposite Kan Muftic created these three on something bigger. We could finally cross the er than the 
depictions of Arkham City’s skyline from various river from the shores of Arkham Asylum and test 
angles and at different times of day. The orange urseh fe air prison in Old 
tint indicated the presence of industrial pollution Gotham City.” borhoods and a timeless atmosphere. “I 

but would be toned down in the final game. dystopian and anachronistic world, 

Hego's team drew from a grab bag of styles and f-time blendii 
agove A Lee Oliver rendition of the gates influences collected over the decades of Batman 
leading to Arkham Asylum, the setting of the fictional history. “The city has been depicted in rary influer 
previous game in the s nany different ways in the movies and comics, ing, peculiar w 
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apove A storyboard by Kan Muftic that was 


used very early in the process. As the game 
took shape, storyboards were often replaced by 
screenshots of in-game renders. 


‘The sky is polluted. A layer of soot covers most 
Gothic statues and building fagades. Harsh neon 
lights are hooked on very old buildings, while 
massive billboards display the monotonous 
black-and-ted propaganda from Hugo Strange to 
suppress the inmates’ will to escape. Neo-Ger- 
man expressionism—especially inspired from 
the movie movement—can be felt in the use of 
light, shadows, and silhouettes. 


The game's wintry seasonality contributes to its 
gloomy, overcast mien. “We decided to set th 
action at the beginning or the end of winter,” says 
Hego. “We used snow banks and slush to break 


the angles of the buildings and the pavement, 


and to create some smoother and subtler details, 


while keeping a sense of scale and verticality 


In Arkham City, architectural and design influ 
ences collide. Art nouveau, Gothic, Victorian, 
and more are mashed up with the Arkham 
verse’s principle of hyperrealism. From street 
lamps to typefaces, the influenc 


2s go deep, but 
it all continues from the design work done for the 
first game, 


‘On Arkham Asylum we started playing with differ 
ent styles of Gothic architecture, with a hint of Vic 
torian added to the mix,” says Hego. “On Arkham 
xploring the history of 
nitecture in a strangely chronological order. It 


City, | wanted to continue 


felt obvious, as the world was getting bigger 


‘After a neo-Gothic influence, we started to inject 
art nouveau architecture. This gave a strange 
European flavor to the style and decorative arts 
of the asset 


organic shapes in the metalwork 


or the use of the Metro alphabet type! 


ace—an 


iconic font used for the Parisian metro in the 


early twentieth century. 


‘Art nouveau can be seen its strongest in 


the Penguin's Iceberg Lounge, including the 
metalwork style, the use of colored glass pan 
els, the style of the tables and chairs. Even the 


paintings shown in the main area follow the 
look, depicting a glorious Penguin in the purest 
[Alphonse] Mucha style.” 


If players ever become bored with what they see 
on-screen, the illusion of immersion is broken’ To 
combat this, Hego loaded Arkham City with end- 
less environmental variety. From the bie of Mr 
Freeze’s icy environs to the green of Péison Ivy's 
tangled botany, the city wears contrasting coats 


Following the success of the ‘clashing elements 
recipe in Asylum, we used/the same concept 


here,” says Hego. The Sionis Steel Mill, for exam 
ple, is a hellish place of fire and smoke, converted 
by the Joker into his own twisted castle. “The 
steel mill has nearly out-of-scale steel pillars 
crisscrossing dark, greasy walls," says Hego. 
“These collide with gigantic steel soldiers, mas 
clown heads, and funfair blinking lights. It's 
the Joker's take on a heavy industry-themed 
dirty and twisted carnival.” 


siv 


Cyrus Pinkney’s Institute for Natural History is 
learly one of Gotham City's abandoned treas 
ures, with its 


mammoth skeleton and r 


T. Rex. Th 


useum’s adjacency to the Penguin's 


sberg Lounge means that the Penguin is the 
first of the Arkham City crime bosses to claim it 
own 


“The neo-Gothic and Victorian arc! ure of the 


iter 


eum works hand-in-hand with the olc 
isplay cabinets 
are filled with dusty specimens of butterflies and 


statues 


and gargoyles,” says Hego. “The 


nsects, Giant pterodactyls are hanging from the 


ceiling. Before jumping into combat with the Pen: 


2e-to-f 


Batman come 


elite tr 


h a broken Tyrar 


aurus animatronic.” 


But it isn’t enough to simply keep players from 
getting bored. In a game like Arkham City, play 
ers become eager to see what they'll/discover 
next. “Variety is important—you need’to surprise 
players with new takes on iconic Jécations from 
the Batman unive! s that trig 
ger curiosity,” says Hego. 


se and original id 


One unexpected area is Wonder City, a forgotten 


future expo staffed by mechanical guardians and 


powered by energy from 1 


ending Lazarus 


Pits. “The c -level idea 


ept started with the hig 
that Gotham City~was rebuilt several times on top 
of itself,” says Hégo. “We let the player explore one 
layer of this archaeological cake.” 


Wonder City is a grimy, exotic marvel that failed 
to achfeve the dreams of its founder, the eco 
terrorist Ra's al Ghiil. “It went horribly wron¢ 


and was shut down,” explains Hego. “And, as i 
to forget this experience forever, Gotham City's 
planners built new structures on top of the failed 
project. Exploring this ‘frozen in tir 
erated a lot of interesting designs. It mixes 
nouveau with some strange equipment, into a 
sort of ‘art nouveau punk.”” 


1e’ area gen- 


Above the subterranean foundation of Wonde 
City, the metal spire of Wonder Tower reach 
the sky. Hego took inspiration for the struct 
from France's Eiffel Tower. 


‘Apove An in-game render with paintover 
elements, exploring a shopping and arcade 


area that has fallen into ruin. 


aiont A paintover on top of an in-game 
render, experimenting with how to focus light 
and player attention. The scene is Crime Alley, 

where Bruce Wayne's parents died. 


As players explore the alleyways and brick 
fagades of Arkham City, posters, flye 
advertising signage lend authenticity, 


s, and 


Building upon the successful Scarecrow hallu 
cination stages in Arkham Asylum, the game 
allows players to undertake an experience that 
utterly flips the environment on its head. In 
Arkham City, the setting is a stretch of desert 
sand amid rocky mesas, where Batman must 
prove his mettle against Ra's al Ghal. 


UM, ARKHAM CITY & ARKHAM KNIGHT 


To complete the look of Arkham City’s areas, 
Hego added a splash of color. “Through light- 
ing, post process, and color correction, a color 
scheme was applied to the environments to cre- 
ate a ‘mental photography’ of them,” he explains. 
“This can be as strong as, and is sometimes more 
memorable than, the architectural style itself 


“Dark, bluesit streets mixed with dirty yellow light 
pollution contrasts with the hot orange of the steel 
mill, the museum's steel blue and desaturated yel- 
low, and the green, moldy tint of Wonder City.” 
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{TUTE FOR THE CRIMINALLY INSANE 


TOP LEFT 's poster depicting Hug: 
These propaganda pi dona lim 
f black, white, and red. 


Top RIGHT The Gothic lines of this traditional church 


ty. Art by Kan Muftic. 


apove Lee Oliv fashed rendition of thi 


urrounding the Arkham City complex. 


riont Th urrounding the subterranean Wonder 
City environment contained art nouveau and late 


eenth-century Parisian influences. Art by Lee Oliver: 
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1 EXPERIENCE ANTARCTIC DINING J 


er 


Top two These two pieces by Kan 

Muftic mix industry with playfulness 

The clashing design themes found in 
ToP, LEFT the Joker's environment were intended 


building in thi to make players “raise their eyebrows 


when taking it all in 


Tor, CENTER Retro typ 


found exp FAR LEFT Thi 


advertisement depicts Saint Georg 
dragon but also 
crusading Super Hero Azrael. Art by 


Lee Oliver. 


Top, RIGHT L 
gates leading 
Auove Avwkary Ler Lee Oliver's depiction of the 
church exterior, an oasis amid the 
chaos of Arkham City. 
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ToP The exterior of the Cyrus Pinkney museum, with 
its Victorian architecture, is based loosely on the British 
Museum. Art by Kan Muftic 


ABOVE AND OPPosiTE, CENTER LEFT The museum’s displ. 


cabinets have been converted by the Penguin into trophy 


cases and prison cells. Art by Kan Muftic. 


opposite, ror A bat-themed exhibit wing and display case 
Kan Mufti. 


opposite, CENTER RIGHT Kan Muftic’s interpretation of the 
stuffed mammoth, one of the building's centerpiece exhibits. 


OPPOSITE, BOTTOM Detailed view of environmental butterfly s 


Art by Lee Oliver. 


ARKHAM 


RKHAM CITY & ARKHAM KNIGHT 


THE ART OF ROCKSTEADY'S BATMAN ARKHAM ASYLUM, ARKHAM CITY 


ham City more than a 


City in its prime. Art by 


SECOND Row Lee Oliver studies of potential Wonder Tower 
né film Bruce Wayne viewed on the night his ral shapes, patterned in part after the Eiffel Tower; A 


study of a vintage-style Ferris whee 


Tair Row The upper-level viewing platform of Wonder Tower 


from the inside by Lee Oliver; A poorly lit Wonder City 


asove The pipe 
of Wo! i interpretation of a hazy Arkham Cit 
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Tuts PAGE Concept art for the dreamscape in which Batman faces off against Ra’s al Ghil. The shapes and 
placements of the ruins were meant to evoke a far-future Gotham City devastated by climate change. 


opposite Arkham City promotional 
art of Batmap’and Harley Quinn. 


niet A portrait of a young Penguin 
with his parents, the wealthy 
Cobblepots. Art by Kan Muftic 


A REAL 


ROGUES GALLERY 


DESIGNING THE CHARACTERS INHABITING ARKHAM CITY 
INVOLVED REFRESHING PREVIOUS MODELS 


stylization 


style of 


hyperrealistic was 


to the character design," says David 


tion was how to rethink chary 
especially villains, who have an integrél 
part in pop culture—and inject something fresh 


he que: 


and contemporary into them.” 


Pablo Hoyos worked as Arkham City’s sénior 
racter artist. “By the time we conipleted 
Arkham Asylum we had established’a set of 
visual rules that defined the Arkharf style,” he 


chai 


says. “This boiled down to a gritty, stylized real 
sm that leaned toward comic book proportions 


and aesthetics with realistic/rendering of skin 


and materials. 


ent, new or old, fit instantly into the aesthetic ofthe Arkhamverse. 


“We carried that Arkham style onto the new charac: 


ters by keeping their defining features but ground 
ing them in the reality of our universe—which got 
even darker and grittier for Arkham City.” 


The rotund business baron known as the Pen. 


ignature twisting of accu- 


guin exemplified thi 
with 
the Penguin's iconic features, put them in the 


rac’ 


aggeration, “Our idea was to extract 


Arkham blender, and inject them back into the 
character,” says Hego. 


“The Penguin is known for his umbrella, his top 


hat, and his monocle, So we took the monocle 
and rethought the object itself—-what could we 


¢ 
6: 


Bottom of a bottle, 
stabbed Into Penguin's eye 


Due (0 the throat cancer 
Penguin has to use a 
speaking device 


replace it with to alter his look while keeping the 
character recognizable? This is whep’the idea 
of the bottom of a broken bottle cafe up. We 
eye/socket, twist: 
ing the monocle into a more styl{zed—and some 
what improbable—prop.” 


encased it over the Penguin soc! 


“With the Pénguin, we wanted to 
focus on the menacing/aspects of his character 
and push them furthér. The broken bottle was 
stuck in his eye so¢ket during a fight, and in the 
game he tells the Story about how that happened 
and what he did to the guy who put it there. It 
only makes }fim more evil and dangerous 


Jatwoman, Gotham City’s morally gray jewel 
thief, Mebuted in Arkham City as a playable 
chafacter with a storyline of her own. True to 
hér fickle feline nature, Catwoman can opt to 
either aid Batman in his quest or to skip town 
and enjoy her ill-gotten gains 

“Ugly men and beautiful girls’ was the brief 
for the Arkham characters,” says Hego. “Ugly 
and muscular thugs would fight Batman, while 
beautiful girls would confront him. Catwoman, 
Harley Quinn, and Talia al Ghal were depicted 
as archetypal comics villains, in line with 
the extravagant, exaggerated world we were 


creating, 


“Catwoman's design is quite straightforward, 
with the expected cat suit. A lot of work was 
done on the material pattern and construction 
line. It gives it a modern and quite techy feel 

‘ABovE An early character concept for the while remaining sexy.” 
Penguin by Kan Muftic. Ultimately the Penguin 
would have a more businesslike look. At the start of the game, Catwoman dou- 
ble-crosses Two-Face and nearly loses her life 
asite An Arkham City promotional piece when he takes his revenge. Two-Face, with his 
featuring the final design of the Penguin. bisected costume and obsession with duality, 


PAGE 


has a split-personality perspéctiyé on the events 
unfolding in Arkham City. 


The Riddler taunts the Dafk Knight with glow- 
ing question-mark’ trophies scattered across 
the city. The battle of wits between Batman 
and the Riddlef escalates throughout the game, 
involving cryptogfaphic puzzle boxes and elab- 
orate deat traps. 


Some/Arkkam Asylum characters underwent 
makeovers prior to their return in the sequel 


“Harley/Quinn changes her outfit—we're not in 


the agylum anymore,” says Hego. “She dropped 
the‘nurse cues and moved into an urban version 
of her jester outfit. It has a modern, more mature 
take, with leather, high boots, and tattoc 


The emotionally remote Mr. Freeze is a brilliant 
scientist and an unpredictable ally who helps 
Batman one moment and turns on him the next 
Because Freeze can't survive at normal temper- 
atures, his armor circulates coolant that glows 
like neon piping. 


Ra's al Ghil is the mastermind behind the con. 
struction of Wonder City, but what he really 
wants is for Batman (or as he calls him, “Detec: 
tive") to undergo the Demon Trials and take his 
place as the head of the League of Assassins 
His daughter, Talia, shares a troubled romantic 
history with the Dark Knight 


Bulked-up monsters, such as Clayface and Solo- 
mon Grundy, are bosses that must be defeated to 
pass certain stages. 


The Lewis Carroll-obsessed Jervis Tetch is bet- 
ter known as the Mad Hatter. In Arkham City, 
the Hatter drug 
demented tea party. 


s Batman and invites him to a 


In his capacity as overseer of Arkham City, psy- 
chologist Hugo Strange has collec 


every 


inmate from both Arkham Asylum and Blac 
gate Penitentiary. Minor villains whom players 
can encounter include Calendar Man and the 
Russian brothers known as Hammer and Sickle. 
Strange employs private military firm TYGER 
Security to keep the peace. 


Robin makes his first appearance in the Arkham. 
verse, delivering equipment and supplies to his 
mentor. His shaved head was inspired by con 
temporary cage fighters. 


The Joker, Two-Face, and the Penguin have 
armies of thugs outfitted in gang colors that mark 
their allegiance. Seldom seen are the elusive and 
deadly ninja assassins who have pledged their 
lives to Ra’s al Ghil. 


x 
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opposite A Catwoman portrait created as 
promotional art for the Arkham City release 


Top An in-game render depicting Catwoman’s 
movernent style. 


Above, LEFT Kan Multic art exploring ways 
in which Catwoman could navigate the 
environment that Batman would not 


ABove, riont Catwoman is held prisoner by 
Two-Face in this piece by Kan Muftic. 


rion A playful character study of Catwoman 
by Kan Muftic. The team knew she needed to be 
less serious than Batman. 
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‘Typical. We are here to try the defendant.” 


“Guilty ‘til proved innocent. Kill her!” 


“Bring her out!” 


opposite, Tor Lee Oliver concepts for a glowing-neon “Riddler trophy” and a Lert Kan Muftic storyboard art depicting Two-Face's internal struggle. 
puzzle box used to decipher cryptogram clues 

ToP Two-Face flanked by thugs. In early concepts, some thugs would 
opposite, Bottom The Riddler played a role in Arkham Asylum, but wasn't seen bear gruesome mutilations. Art by Kan Multic 
in-game until Arkham City. These concepts by Kan Muftic include a “goth” design 


with loose-fitting clothing and buckles. apove Another Kan Muftic concept for Two-Face. 
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NIVERSITY OF GOTHA 


This is t0 certify that 


Harleen Frances Quinzel 


has successfully completed the recognized diploma 


Doctor Of Psychology 


ToP ALee Oliver study of Harley Quinn's oversize 
pistol, complete with lucky dice 


Asove, Lert Harley Quinn's diploma, encountered in asove Kan Muftic art of a more urbanized Harley, 
the game as a way to build an unspoken backstory. dropping the nurse elements from her previous costume. 
Apove, riont A Kan Muftic character concept for mient A final render of Harley Quinn produced for 


Harley exploring the jester aspects of her costume. marketing purposes. 
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Top, Ler Character concept for Ra's al Ghdl. Art by Kan Muftic: 


Top, nicut Kan Muftic’s early concept depicting Ra's al Ghil's immersion in a life-extending Lazarus Pit. 
TOP AND ABOVE, LeFT Three concepts by Kan Muftic for Mr. Freeze, depicting him with and without his armor. The art 
team wanted to emphasize Freezes vulnerability Above, LEFT R3‘s al Ghil is flanked by female members of the League of Assassins in this piece by Kan Muftic. 


ABOVE, RIGHT Mr. Freeze’s containment cell, set to a high temperature as an instrument of torture. Art by Lee Oliver. Bove, RIGHT A Lee Oliver poster advertising the abilities of the undead Solomon Grundy, done in the style of an old-fashioned carnival notice. 
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opposite, top One concept involved Clayface swallowing Batman, requiring the Dark Knight 
ut his way out from the inside. Art by Kan Muftic. 


opposite, cewTeR An early Clayface design by Kan Muftic; An impressionistic piece by Kan 


fh Solomon Grundy. 


opposite, BoTToM Two pieces by Kan Mut pleted extremely early in game 


xploring a night Mad Hatter; the other a concept of 
imilarity to Frankenstein's Monster. 
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Top, Lert The Mad Hatter’s surreal tea party 
begins, Art by Kan Muftic. 


Top, RIGHT Batman fights the Mad Hatter atop a 
falling pocket watch in this piece by Lee Oliver. 


‘Apove A Mad Hatter environmental concept by 
Lee Oliver. In this version, a shrunken Batman, 


would encounter oversize tea party place settings. 
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Riot The final design of the Riddler, 


created for marketing purposes. 


opposite A marketing piece 
depicting Robin. The art department 
gave Robin a shaved head to make 
him look tougher, as well as a suit 


that shared some of the same design 
elements as Batman's, 


THE ART OF 


YGER Guned 


Kan ‘to 


color of the uniform 


material of the gloves 


OPPOSITE, ToP, LEFT To RIGHT Calendar Man, a minor Batman villain 
. half his body mutilated by acid; A concept 
or a Penguin-allied thug. All art by Kan Muftic. 


opposite, sorrom AT) 
Muftic. Inspired by the privatization of U.S. prisons, the art team went 


paramilitary look 
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Top, LEFT To RIGHT Hugo Strange is depicted in this character study 
pts for Hammer and Sickle, Soviet-themed villains working 
ers for Arkham City crime bosses. Art by Kan Muftic. 


asove Kan Muftic concepts for vari 
within Arkham City. The apron-wearing blacksmith cont 
too difficult to animate using character models. 


THE ART OF 


riont Kan Muftic’s character design 
for the Joker—very similar to the final 
design selected for the game. 


opposite Art created for the market- 
ing of Arkham City. 


FOLLOWING SPREAD Catwoman 
and Batman are entwined in this, 


promotional art for Arkham City. 


opposite Lee Oliver renditions 
of Batman's grapnel gun and 
equipment pod. 


Ricut An injector and aline 
launcher are seen in these 


equipment studies by Lee Oliver. 


PLAYERS START ARKHAM CITY ARMED WITH A FEW 
SELECT GADGETS, BUT SOON BATMAN’S BUTLER, ALFRED, 


The transformation from Bruce Wayne into the Dark Knight is satisfying and empowering, 
and for players weaned on Arkham Asylum, the gadgets are familiar. 


The Batarang, line launcher, grapnel gun, 
and explosive gel wear the metallic, ma- 
chined lines indicating their origins as prod- 
ucts of WayneTech. A cryptographic sequenc- 
er can hack security consoles and monitor 
shortwave radio channels. 


Arkham City expands Batman's utility belt 
with smoke bombs, a freeze jammer, a 
gun that delivers electrical charges, and 

a disruptor capable of remotely disabling 
guns and mines. The detective mode from 
Arkham Asylum underwent a redesign 
that made the screen blur when Batman is 
struck by an enemy. 


Catwoman uses a completely different style 
of combat, one that emphasizes agility and 
acrobatics. Her weapons include spiky cal- 
trops, entangling bolas, and her signature 
whip. 


Batman's sidekick, Robin (Tim Drake), is a 
playable character in stand-alone challenge 
maps, as is Nightwing (Dick Grayson)—for- 
merly the original Robin, and now a hero 

in his own right. Robin's bé staff incorpo- 
rates an extendable shield. Nightwing uses 
Batarang-like throwing blades and a pair of 
escrima sticks. 


above Batarang variations by Lee Oliver. 
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LEFT, Tor To BoTroM Catwoman’s caltrops, bolas, and bullwhip are seen 
in these studies by Lee Oliver. Unlike the sleek WayneTech lines found 
in Batman's equipment, Catwoman’s gear feels more homemade. 


RIMT, Top To BOTTOM Freeze jammer deployed by Batman; The freeze 
gun carried by Mr. Freeze. Art by Lee Oliver. 
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Tuts SPREAD Lee Oliver experimented with ways in which 
Robin's staff could expand and deploy a defensive shield. 
Force field” versions were rejected as being too futuristic. 


Clayface Movement 


IN ARKHAM CITY, THE 
NUMBER OF ANIMATIONS 


NEARLY DOUBLED. 


opposite Kan Mujtic produced these 


PROGRAMMING 
ARKHAM CITY 


ARKHAM CITY OFFERED ITS DEVELOPERS AN OPEN-WORLD 
CANVAS THAT ALTERED THEAPPROACH TO GAMEPLAY. 


The sweeping, three-dimensional interplay of{alleyways and rooftop architecture was built block by 
block. The city's broken terrain wouldn't have made sense for the Batmobile; instead, Batman would 


glide overhead using his cape. 


Arkham City has been walled off tothe outside 
world, but it is still populated by/foving gangs 
and skulking political prisoners, 


Lead animator Zafer Cobafi knew how impor- 


tant it was to keep the Character animations 
unique and minimize’ repeat actions. “With 


every installment we reevaluated our anima- 


tions to see what we could do better, or to swap 
a few out with/brand-new ones,” he says. In 
Arkham City, he number of animations nearly 
doubled, reflécting the wider range of moves at 
the player's disposal 


“For combat, coming up with new moves was a 


challenge, as we had already pushed the boat 
out as far as we could,” says Coban. “But we 
understood the need.” An improved version 
of Arkham Asylum's Freeflow combat system 
allowed players to counter multiple blows simul 
taneously, catch hurled projectiles, and attack 
from the air 


“Luckily we've got a few guys on the animation 


team who are martial arts buffs,” says Coban. 


“Consulting with them is a real pleasure.” 


animation references for the movements of 
Clayface and Arkham City’s belligerent thugs. 


niout Batmaf in action. Art by Kan Muftic 


LAST DANCE 


ARKHAM CITY ENDS WITH A SHOCKING SHOWDOWN 
BETWEEN BATMAN AND THE JOKER. 


THAT IMAGE AT THE END 
OF THE GAME... WAS 
ACTUALLY OUR STARTING 
POINT, AND WE WORKED 
BACK FROM THERE. 


came the bor 
e end of A 

ing on the Titan formula, and 

And out th paying the 


opposite, Top LeFT A render with 
paintover elements, experimenting with 
variations on Batman's design. The elongated 
ears did not make it into the final version. 


opposite, Tor RIGHT A moody character 
study of Batman by Kan Muttic. 


OPPOSITE, BOTTOM LEFT The final version 


of the Joker as seen in Arkham City. 


OPPOSITE, BOTTOM RIGHT Batman confronts 
the Joker in this piece by Kan Muftic 


niour This piece by Kan Muftic depicts the 
confrontation inside Wonder Tower and showcases 
the environment's art nouveau influences. 


ARKHAM CITY: 
THE RECEPTION 


IN MAY 2011, THE ARKHAM SERIES WENT 
BACK TO ITS THEMATIC ROOTS 


a five-part comic book series by Paul Dini (co-writer of Arkham Asylum and Arkham City) and Carlos 
D'Anda (conceptual artist on Arkham Asylum) 
ys D'Anda. “I had designed a game based on a comic, and 


here were moments where I had to pinch myself 


nd realize what a trippy loop I we 


s in,” sé 


nov jrawing a comic based on the game. 
lame made its debut on October 18, 2011 
rth America, with the Australian and 
n relea 


and two more from the British Academy of Film 
and Television. 


following over the next sev- 
eral days. The response was incredible. World 
wide, Arkham City sold two million units in its 
first week, making it one of the fastest-selling 
games ever 


The Collector's Edition of Batman: Arkham City 
came packed with e including an art book, a 
soundtrack album, downloadable skins and chal 
lenge maps, a copy of the animated film Batman 
Gotham Knight, and a monochromatic Batman 
statue from Kotobukiya 


Near-universal critical acclaim supported the 
popular consensus that Rocksteady had sur 


passed Arkham Asylum's high-water marks in 
Arkham City a 


the best licensed 


For Rocksteady, the accolades were satisfying, if 
perhaps a bit premature. The team had a story 
to tell, and it would take one more game to bring 
The game racked up about the planned conclusion of the Arkham 
four wins at the 2011 Spike Video Game Awards __ verse. 


every way. Game Inforr 


ner g 


perfect score of ten, calling it “ 


video game ever made.” 


ely 


an Baars, \ 


dy cag 


(all ha a “an ( 


i). 


THis spread Another artist, Lee Oliver, gives h 
confrontation inside the Wonder Tower. 


‘wove An Arkham City concept 
by Kan Muftic, emphasizing Victorian 
architecture. This pointed-roof style 

was rejected due to the difficulty 


of player navigation. 


- 
ARKHAM SCORE 


HOW DOES ONE DEVELOP AN IMMERSIVE SOUNDSCAPE? 


How can a game's score convey tension, regret, or foreboding? Nick Arundel, who composed 
the music for Arkham Asylum and Arkham City with Ron Fish, has some ideas. 


“In terms of immersion, we always start with 
the environment,” says Arundel. “Do the city 
and interiors sound believable? We spent 
days recording various city perspectives— 
mainly in America—to create the palette of 
background sounds used throughout the 
Arkham games. 


“We recorded in deserts, on city streets, and 
at the top of skyscrapers. Caves, a museum, a 


and the LA river. Helicopters, trains, and dis- 


tant cars. Under bridges, on top of bridges, and 
the waves crashing onto a beach at four a.m. 


“We do this not to create a kind of documenta- 
ry-style reality, but a level of believability,” he 
continues. “It would be easy to pull that from 
commercial libraries, but we don’t want our 
game to sound like another game. We want it 
to sound unique, and to be the perfect aural 
accompaniment to the visuals. 


“The sounds have to convince the listener 
that they are the sounds of Gotham City. We 
spent many days editing and manipulating 
the recordings so that they would work 
alongside the art style for the game.” 


The Arkham games feature an orchestral 
score that incorporates synthetic elements. 
The combination of the organic with the 
artificial, says Arundel, exemplifies the spirit 
of this particular fictional world. 


“Batman is a combination of human and 


he's just a man. We wanted to reflect this in 
the music by combining the more traditional 
orchestral elements—to reflect Batman's hu- 
manity—and the more high-tech elements that 
help separate Batman from the rest of us.” 


This mix evolved over time, from Asylum to 
City to Knight. “Initially we started with a 
very clear distinction between the traditional 
instruments and the synths,” says Arundel. 
“Over the course of the Arkham projects, that 
line blurred. In Arkham Knight, very often 
it's difficult to tell if you're listening to a 
synth or an orchestral gesture.” 


The main characters possess signature 
leitmotifs—a musical technique that heralds 
their arrivals and summarizes the essence 
of their personalities. The Joker, Poison Ivy, 
and Batman don't look the same, and they 
shouldn't sound the same. 


nicut Kan Muftic’s depiction of a vigilant 
Batman ready to stop a cri 


FOLLOWING spreaD A screenshot with paintover 
elements depicting the dense, illuminated 
skyline of Gotham City. 


“Early in the project I was concerned with en- 
suring that the music sounded coherent, like 
one set of interrelated tracks,” says Arundel. 
“All the music is based around a short five- 
note melody, which is, by and large, referred 
to as the ‘Batman Theme.’ 


“I wanted each new character to reflect some 
aspect of Batman and not have a completely 
new set of music. Each character has their 
own variation on that five-note melody. The 
Joker's melodic material is just one note dif- 
ferent than Batman's. Catwoman's music is 
Batman's music tumed upside down—every 
time the melody moves up in the Batman 
Theme, it moves down for Catwoman. 


“I wanted to have a very clear set of chords 
and harmonic movements that remained con- 
stant across the projects,” he adds. “In fact, 
we have just one A4 piece of manuscript that 
contains all the elements—the DNA—of all 
three scores. You could hand that manuscript 
to another composer and that could form the 
basis of a whole new Arkham score.” 


The choice of instruments in the score 
delivers thematic and emotional impact and 


carries into the structure of Arundel’s limited 
leitmotifs. 


“We draw strong associations between 
instrumentation and rhythm with particular 
characters,” he says. “Batman is linked with 
string and synth ostinatos, and Ivy to female 
singers. The Joker is often associated with 
aleatoric rhythms with string and piano 
clusters.” 


Arkham Asylum didn't get an official 
soundtrack release, but Batman: Arkham 
City—Original Video Game Score appeared 
on October 18, 2011. The album, from Water- 
Tower Music, contained nineteen selections 
from the Nick Arundel/Ron Fish team, with 
tracks titled “Sorry, Boys,” “Let's Hear Him 
Squeal,” and “You Should Have Listened to 
My Warning.” 


WaterTower Music also published Batman: 
Arkham City—The Album at the same time. 
This collection of popular music featured 
such offerings as “Mercenary” by Panic! at 
the Disco, Coheed and Cambria’s “Deranged,” 
and “Shadow on the Run” from Black Rebel 
Motorcycle Club. 
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| ARKHAM KNIGHT 


‘ { GOTHAM CITY HAS RECOVERED FROM ITS STINT AS A 
WALLED-OFF SUPER-PRISON 


t recovered from the loss of the Joker, and tk 


3otham City can never purge the 


prevent the othe: 
bec he did 


haotic 
ghting “Arkhi resents the ultimate struggle 


, oe a lains working 
> f n Arkham City they 
which was some 
thing Batman could use to his advantage. No 
| the villains united, it's the greatest chal 

yer faced." 

/ 
/ S PREVIOUS SPREAD An in-game 


f Batman 


from Arkham Knight 


opposite An in-game render of 
Batman's final design. Batman's 
da 


t advan 


out A Kan Mufti 


Gotham City of civilian 


opposite Early version of the G.C.P.D. 
building. It will end up being a lot bigger 


to create a more noticeable landmark in 


Gotham City’s vista, Art by Oliver Odmark 


BELow A Lee Oliver experiment with 
lighting and color. The art team strove to 
create layered levels of Gotham City, making 


it a more exciting player environment 


THE GATHERING 


STORM 


SENIOR SCRIPTWRITER MARTIN LANCASTER 
DEVELOPED THE STORY FOR ARKHAM KNIGHT 


he Joker was the star of the previous 


card who took cent 


age and constantly 


i Batman's attention,” 


ays Lancaster 
He's such a significant character in the Arkham 


se that his death had a huge impact on Batman 


tham City as a whole. Batman was com- 
s with his guilt over the death of his 


is. Crime hit an all-time low while the 


ouped and plotted to fill th 


void. 


sr stage, another super 


the first to step into 
loit Batman's 


weakened psychological state than Scarecrow?” 


Lar 


caster 


The terrortwisting Scare ploys neurohal 


lucinogens to send his victims into spasms of fear 
able to leverage villains to cooperate 
and attack Batman on all fronts,” says Lancaster 
“Without the court jester's distractions, the other 


villains get organized to take down the Bat.” 


‘Scarecrow is 


explains, a critical narrative choice 


The Penguin, the Riddler, Two-Face, and Harley 
Quinn all throw their lot in with Scarecrow; only 
Poison Ivy refuses, On Hallowee 


hes a sample of fear gas and threatens 


, Scarecrow 


to release even more the next day. Millions of 
civilians flee Gotham City, leaving only crimi 


nals and thrill seekers behind in an environment 


where the police have lost control 


After Gotham City falls under lockdown, the resi: 
dents of the city seem to have lost their hard-won 
hope. Batman takes on the burden of restoring 
their faith 


‘Scarecrow and the others launch a coordinated 


attack, striking fear into Gotham City’s citizens 


and transforming the city into their domain," 
says Lancaster, “Batman has 
Gotham City's symbol of hope, and this is the 
very idea that te." 


always been 


carecrow wants to eradic 


apposite In-game shots of Two-Face 
and the Penguin, showcasing the 
costume redesigns for each. The 


guin 


ived a gangster-inspired makeover. 


VILLAINS UNITED 


CLASSIC BATMAN VILLAINS ABOUND IN ARKHAM KNIGHT, 
INCLUDING THE PENGUIN, TWO-FACE, 


james established cléar 


atmeni and bie vill 


lains,"”say: 


these 


In Arkham Knigt 


a head jains have the 


wanting Batman gore. 


enguin and Two-Face still have unfinished 


y see Batman as’an nent to 


vo-Face's past 
The Riddler's fix. 


ority over Batman 


nbitions, and 


his 


more personal é 


ag his Supe 


his most ambitious 


em 


And Scarecrow has studied Batman for 


ibsessing over what he represents, and is deter 
ned to dismantle his myth piece by piece. 


on Arkham 


zed realism” design 


ished in the previous games. 


aim to get a realistic result in t 


f our models and the quality of our 


and shaders,” he says. “Once we're 


ith these 


ng some of the styli- 


one looks too realistic or 


haracters 


nd the environment. A 


1 a few projects, we've 


confident about the art 


rs in the Arkhamverse. 


According to art ‘ector 
> evolv 
Arkham 


in has be 


concert with the wider 


‘We wan' see how 


affected by eve: 


om a pre- 


transcribe that into an updated 
hile oth 
highlight something that changed in the 


ter's 


t aesth 


fe. 


for example, “shaved his head, 


e Penguin 


jropped his jacket, and became less of a carica- 


1, but their motivations and methods are very different 


ture,” in Hego's view. Two-Face is also back in 


action, executing a brazenly daring bank heist 


that forces Batman to take b 


down 


Quin 
look 


Harley 
all-new 
into a mour 


n returns yet another 


sporting 
Harley evolved again—this time 


ing widow," says Hego. "Her outfit 


became darker 


ne felt more sinister and maybe 


more feminine, a skirt and a hint of 


Gothic Lolita. 


wearing 


One classic Batman villain, the pyromaniac 
Firefly, Arkhamverse 
appearance. Firefly unleashes blazing streams 
from his flamethrowe! 


called makes his fir 


‘s and uses a turbine 


his namesake. 


driven backpack to hover lik 


Azrael is driven by a religious zeal to fight crime, 


but often goes too far for Batman's liking. 


Batman's armor is both real 


1 psychological. 
hips with Jim Gordon and his niece 


5 relation: 
Barbara help humanize this emotionally remote 


protagon: 


Barbara Gordon moonlights as the 
info-broker Oracle, operating from a Gotham City 
clock tower and remotely whispering advice and 
updates into Batman 


ear 


“We wanted to explore a more personal side to 
Bat 


man’s character through his relationships 
ht t allies, 
lon and Oracle have 


is closes says Lancaster. “Jim Gor 


comp] 


Batman. This wa 


fertile dramatic ground, espe- 
cially when w 
where their p 


put these characters in situations 


fessional aspirations clash w 
n't just 
but by the allies 


personal relationships. Batman is 
lefined by the villains he fe 
who follow him into battle.’ 


‘wo more allies are Robin and Nightwing. Both 
characters received design upgrades for Arkham 
Knight. 


niont A Richard Anderson character 
concept for Poison Ivy, experimenting 
with new applications for living plants 
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Batman has a new look too. “When starting each 
Arkham game, there is always the need to apply 
what we learned from the previous project to 
the next one,” says David Hego. “It is even more 
relevant for the characters—the character team 


never stops pushing the boundaries of realism 
and detail. We ended up making an updated 
version of Batman, implementing the new break 
through techniques.” 


For Arkham Knight, Batman's new /costtme 
incorporates similar shapes and xextures to 
those used in the design of his famous ride 


“The technological jump in refderifig between 
Arkham City and Arkham Knight made the leg- 
acy Batsuit feel a bit lacking in detail," says Hego. 

*so it was decided to créate a’new version more 
in harmony with thé Batmobile. The Batsuit 
became more aggyéssiyé—reinforced to sustain 
Batman's new abilities, but also to reboot cer 
tain aspects that wefe becoming obsolete.” 


One of these rebooted elements was Batman's 
cape. Hego réconsidered how it should fasten 
to the suit/“The older version, where it looks 


stitched {6 the éowl, felt very theatrical,” he 
‘In the 


ays. 


new 


uit, the cape’s attachment mal 
é structurally and looks like it could 
ile dive-bombing 
ing from the Batmobile.” 


more’ 
take theo: 


>es exerted on it wh 


got while ejec 


Néw detai 
6n his belt and gauntlets, and on his boots. “The 
details are made more visually exciting with 
the power of the [next generation] consoles,” 
says Hego. 


opped up around Batman's neck 


The Arkham Knight is the game's titular villain, 
and a character who has a surprising connection 
to the Dark Knight. His armor is clearly inspired 
by Batman's, yet his willingness to wield guns 
is a tip-off that he has strayed far from Batman's 
example 


“We hope that when a player sees our characters 


and takes control of Batman, they feel like the 
characters and the environment act in synergy,” 
says Albert Feliu. “That the character style 
blends with the buildings and the rain and the 
smoke. That everything works in unison, and 
that nothing strikes them as off style.” 
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ToP Military vehicles roll through the darkened 
streets of Gotham City. Art by Lee Oliver. 


asove, Lert Early concept depicting the 
evacuation of the city by Kan Multic. The lost teddy 


adds an emotional link and visual backstory. 


awove, isHT Concept research of the dock and 


bor area of Gotham City. There was talk of 
putting the Stagg secret lab in a boat before going 
for an airship. Art by Kan Mutftic 


Right A nighttime view of the deserted Gotham 
Studios. Art by Lee Oliver. 
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asove Riddler character designs by 
Oliver Odmark. 


LeFT Oliver Odmark designs for a puzzle- 
like Riddler chatle 


opposite, Top A Harley Quinn character 
study, produced by the German concept 


company Sixmorevodka. 
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tHIs sPpREAD A Sixmorevodka design for Firefly, a lesser- 


known Batman villain. His flamethrower and jet pack were 
envisioned as coming from “six years into the future. 
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visiBie 
UNDER gnceer 
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Rane paceet 


opposite A near-final Azrael design. Art by the Asove, Lert Commissioner Gordon is seen in this design by Oliver Odmark. 
Sixmorevodka studio. 

Bove, night Barbara Gordon, who provides information to Batman in her role as Oracle. Art by Oliver Odmark. 
Tor A giant Bat-Signal blazes on a rooftop while 


Commissioner Gordon looks on. Art by Kan Muftic. FOLLOWING SPREAD An in-game render from Arkham Knight spotlighting Batman and Commissioner Gordon's mutual respect. 
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opposite The Arkham Knigi 


of Robin, only slightly changed from the previous game through improvements in his body armor. 


apove Front and back studi 


of Nightwing. The art team didn’t want to “reinvent the wheel” when it came to character design, instead 
looking for ways to add detail that felt like a natural evolution. 
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THIS SPREAD Views of Batman, developed 
by the Sixmorevodka studio for marketing 
use on Arkham Knight. 


FOLLOWING SPREAD In-game rendering 
with paintover elements depicting 


Batman against the neon background of 
Gotham City’s Chinatown district 


previous sPREAD ‘The Arkham Knight has 
his opponent at his mercy in this in-game 


rerider with paintover elements. 


opposite Lee Oliver's conceptual study of 
Gotham City's dramatic urban verticality. 


Aapove An in-game render with paintover 
elements by Oliver Odmark. Architectural 
variety allowed the team to create visual 
landmarks rather than forcing the player to 


rely on the in-game map. 


TRUE GOTHAM CITY 


AT LAST, ROCKSTEADY CAN TRULY SAY, 


With each game in the trilogy, the playing field has grown larger, and Arkham Knight's vision of a liv- 
ing, breathing Gotham City has room for both dimly lit street corners and high-speed straightaways. 


The erivironment of Gotham City brought a new 
set/of design challenges. The city needed to 
evoke everything that had come before while 
feeling brighter, broader, and faster. And Batman 
couldn't get too comfortable in his hometown, 
not while his enemies schemed to make him an 
outsider 


“The streets of central Gotham City create avery 

different feel than in Arkham City,” explains 
Sefton Hill. “All of the events are focused 
on destroying Batman and turning the city 
against him. The point of the occupation is to 
break Batman, to take everything that Batman 
loves in Gotham City and use it as a weapon.” 


Gotham City’s new central zone consists of three 
islands, with a total area approximately five times 
larger than Arkham City's territory. Art director 
David Hego needed to build Gotham City anew. 


When moving from Arkham City to Arkham 
Knight, the goal was not to just make a bigger 
version of the game world,” he says. “We needed 
to understand how we could make the same 
visual transition that we did between the first 


two games. We needed to keep moving forward, 
to keep pushing the envelope and improving the 
richness of the Arkhamverse.” 


Hego tackled the monumental task by planning 
his virtual city in sections 


The city would be built in three layers,” he says 
“The first layer is the building structure with 
its architectural theme. A second layer of neon 
signs, billboards, and metal structures can then 
be bolted to it, to reinforce consumerism and the 
stereotypical ‘American big city.’ A third layer of 
statues and sculptures can be attached to the 
rooftops and extruding from the walls, to alter the 
silhouette of the city and give it a distinct look." 


Says Hego, “The first goal was to move from Old 
Gotham City to Downtown Gotham City, from 
average brownstone buildings to neo-Gothic 
vertiginous skyscrapers. Then we had to project 
ourselves into being a citizen. How did it feel to 
live in Gotham City? The architecture continued 
to mature in that neo-Gothic mix we were com- 
fortable with, but a lot of emphasis was put into 
making the city feel alive.” 


THE ART OF ROCKSTEADY'S BATMAN ARKHAM ASYLUM, ARKHAM CITY & ARKHAM KNIGHT 


PREVIOUS SPREAD An in-game shot of 
jotham City, The team wanted all t 
interesting sights to be accessible bo bring 


and explorable by the player. 


‘Awove An early, impressionistic design 
for an outlying Gotham City environment. 


OPPOSITE 


undergoing rebuilding and modernii 


In the art team’ 
City suffers a tragedy, the city plant 
try to hide it by building new layers 
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asove Architectural details for Gotham City buildings. As seen in the previous game, 
Gotham City would include a mix of historical styles, including 1930s art deco. 


Riot Exterior study of the Gotham City Police Department headquarters, specifying 
points of interest and including a scaled Batman for developer reference. => wae 
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itecture, by Lee Oliver 


opposite, BoTToM LEFT Early conce; 


opposite, RIGHT The -ept by Oliver Odmark 
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asove An Oliver Odmark piece for a carved 
tunnel entrance 


Rion Extreme gargoyle ornamentation is 
seen in this concept by Oliver Odmark. 


opposite Batman stands atop an outsized 
public monument. Art by Oliver Odmark. 
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THE ART OF 


Previous SPREAD A still from the promotional teaser for 
Arkham Knight. 


top A slow-moving airship illuminates the streets below 


in this concept piece by Kan Muttic, 


CENTER AND LEFT Kan Multic concepts for Gotham City’s 
ubiquitous airships, which play an important role in 
Arkham Knight's story and gameplay. 


opposite Lee Oliver's study of the various levels in which 


Gotham City action can occur. Cars, trains, bridges, and 
balloons all contribute to the vertical feel. 


1 Square represents 7 ft 
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opPosite Oliver Odmark studies for Poison 
Ivy's animalistic, entangling greenery. 


‘THIS PAGE Oliver Odmark studies of vine 
textures. 


‘THE ART OF ROCKSTEADY'S BATMAN PAGE | = ARKHAM ASYLUM, ARKHAM CITY & ARKHAM KNIGHT 
> CHuRcK ~ RUINED. PLANT 


Hes GRowN IN-AWD Our 


Rion Playing with scale, Oliver © i 


Odmark depicts Poison Ivy's plants 


overtaking a building o MASSIVE LEAUBS ~ 


seow Batman makes his way across p CASTING HUGE SHADOWS 
a vine bridge. Art by Oliver Odmark. 


° SMALLER VINES CLIMBING 
opposite, Top Oliver Odmark explores MAIN PLANT — Cooles 
flowering buds. ~ Luce VEIWSs 


opposite, BoTToM Rough sketches by 
Oliver Odmark showing the contrast 
between the natural world and the 


Poison lvy Gas Spores 
urban one. 


Rep Hood Mecu £ 


THE ARKHAM KNIGHT IS MILITARIZING GOTHAM CITY, 
WITH MERCENARIES AND DRONES 


“The Arkham Knight's forces are setting up checkpoints and watchtowers, planting explo- 
sives, and filling Gotham City with military units,” says Sefton Hill. “This isn't a case of them 
just inhabiting the environment; they're changing it—making it unfamiliar and hostile to 
Batman. The Arkham Knight's plan is to weaponize Gotham City and change the layout of 
the city in order to destroy the Batman.” 


Businessman Simon Stagg soon gets in on The Riddler has acquired a taste for heavy 
the action, revealing a Cloudburst device metal, employing robots and eventually 

that can disperse Scarecrow's fear gas across _ climbing inside a gargantuan, weapons-laden 
all of Gotham City. mech suit. 

Even Harley Quinn is looking to upgrade.In _ Batman's gear is streamlined and improved, 
Arkham Knight, her ride is a tandem-rotor but the Dark Knight is David against the 
Chinook helicopter with nostalgic nose art. __ Goliaths seeking to rule Gotham City. 


PREvious spREAD A composition of in- 
game elements used for Arkham Knight 
marketing , 


opposite Lee Oliver designs fora 


military-grade missile launcher and an 
autonomous walking drone. = 


riot The Cloudburst device 
Art by Lee Oliver. 
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RH- Conmanper. Tanx-Strace 2 | 


Agove This flying drone study by Lee 
Oliver depicts how Batman can snag it 


with his grapnel gun. Fotp out SK\AGA 


eS 


ricut A heavily armed drone copter. Art 
by Lee Oliver. Terecerie SE 
opposite Two tank designs by Lee 


Oliver. The lower tank carries a special 


Cloudburst payload, 
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THis pace Tank and drone variations. Art by Lee Oliver. 


opposite Lee Oliver studies of a massive burrowing machine. 


FoLLowiNG spREAD The Cloudburst device. Art by Lee Oliver. 
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opposite, top The Riddler inside his custom-built mech suit. Art by Oliver Odmark. 


THIs PAGE Lee Oliver designs for a military helicopter. 
opposite, riGHT A Riddler-designed robot, intended to look as if it had been constructed from Harley Quinn customizes the copter with her personal 
junkyard parts. Art by Oliver Odmark. choice of nose art 
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opposite New tech designs for Arkham Knight, produced by 
Lee Oliver. 


asove Kan Muftic concept art depicting Batman's overhead 
view of the city he has chosen to protect. 
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BATARANG 


us spREAD Batman's gear, desi 
images produced for Arkham Knight marketing. 


THE ART OF ROCKSTEADY'S BATMAN 


asove The pod used to deliver 
Batman's gear is seen in these 
concepts by Lee Oliver. 


Lert A view of Batman with his 
gear at the ready, produced as a 
marketing piece 


opposite A close-up of Batman's 
gauntlet created with in-game 
assets. 


PROGRAMMING 
ARKHAM KNIGHT 


ON ARKHAM KNIGHT, PROGRAMMER 
TIM HANAGAN RAISED THE STAKES. 


am City, with a huge number of simultaneous Als able to participate in 


ically form riots all 

yhateyer's at hand to smash, burn, and de: 
rything around t A in a city full of 

abandoned vehicles, there are Ic s just out 


for a joyride in someone else's car 


The soldiers in the am Knight's militia are 
a separate, and much more dangerous, threat 
to the city's security. “These guys really ma 
their presence felt over the course of the night, 
as their occupation of Gotham City picks up the 
pace, Hanagan 


Batman's upgraded | ne with its own pro: 
ted to 
n of Batman in Arkham 
Zafer Coban. “His suit rafted 
to take on ¢ threat 
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‘The way the parts of the armor articylate in 
the suit was a big animation challengé in itself. 
Our rigging team did not take this cHallenge on 
lightly, and I think that’s reflected in theway the 
suit behaves in-game.” 


Cloth physics are used to make Batman's cape 
shift and billow. The cape might be an acces- 
sory, but Coban knew jt defiied the character's 
iconic silhouette and desérved focused, ongo- 
ing attention. 


“The cape is such a massive part of Batman's 
visual identity,” He says, "Our approach has 
always be€n oné of continual improvement, so 
it's not something we cracked on the first install- 
ment, It's Something we've engineered and 
tweaked from game to game, in response to the 
demands from the new city scales." 


Inoban's view, each game in the Arkham tril- 
ggy brought the team closer to its ideal version 
of Batman. “He has become more agile and more 
more 
hard-hitting, and his cape gliding has become 
more fluid. But we still maintained his human 
roughness and spirit, and that’s the side of him 
that I think we connect to the most.” 


nimble,” he points out. “His combat 


For combat systems, Coban's team incorporated 
the work done for each previous game, and leap- 
frogged beyond that benchmark for the sequel. 
Arkham Knight benefitted from all the learnings 
collected to date, as well as the improved hard- 
ware of next-generation console systems 


“We added a ton of custom animations for every 
time you come across an enemy encounter," he 
says. “The power from the new consoles means 
more animation allocations, so we really wanted 
to immerse the player by doing more with those 
secondary characters. Each moment you come 
across a thug or civilian, we build purpose and 
characterization into that individual.” 


LeFT Concept designs for rioters. Art by Oliver 
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opposite, Lert Gotham City Police Department officers. 
Art by Oliver Odmark. 


opposite, RisHT A body-armored Penguin thug. Art by 
Oliver Odmark. 


Asove A thug allied to Harley Quinn, Art by Oliver Od mark 


FOLLOWING SPREAD Batman stretches his wings in this 
Arkham Knight marketing image. 


THE SIZE OF GOTHAM CITY 
WAS DRIVEN BY THE 
BATMOBILE, RATHER THAN 


THE OTHER WAY AROUND. 


previous sPrEAD A wide view of the 
Gotham City environment in Arkham Knight 
taken from an in-game perspective. 


opposite Close-up of Batmobile 
branding taken from an in-game render. 


FOLLOWING SPREAD In-game shot of 
Batman and his new Arkham Knight ride. 


THE BATMOBILE 


GOTHAM CITY IS SO BIG THAT BATMAN 
CAN’T COMFORTABLY TRAVERSE IT ON FOOT. 


For Arkham Knight, the team finally added a long-awaited, player-controlled Batmobile. 


“Right from the start of development, the one 
thing we really wanted to introduce was 

the Batmobile,” says Sefton Hill. “Once we 
knew we wanted to bring the Batmobile into 
Gotham City, we started looking at what that 
meant for the city in terms of size and design. 
The size of Gotham City was driven by the 
Batmobile, rather than the other way around.” 


The inclusion of the vehicle meant deter- 
mining its role in gameplay, not to mention 
how much gadgetry it could pack into its 
armored shell. 


“The Batmobile was a major addition,” says 
David Hego. “Its lines are aggressive, and 
its body's dark silhouette looks strong and 
impenetrable." 


On command, the Batmobile can transform 
into battle mode. “The weaponry block rises 
from the main chassis, revealing a range of 
nonlethal weapons and a more destructive 
cannon and missile-barrage rack,” says Hego. 

“It becomes a three-hundred-and-sixty-degree 
destruction machine, capable of firing in one 
direction while moving in another.” 


Design influences for the Batmobile included 
jet fighters, sports cars, and armored tanks. 


“The jet fighter can be read in the cockpit, 
but also in smaller details such as the flaps 
enhancing the controls while steering, or in 
the intricate details behind the wheel and 
the different parts of the chassis,” says Hego. 
“The afterburner's exhaust also calls to mind 
a high-performance fighter plane. 


“The sports car screams through with the 
Batmobile's brute, raw power, as well as 
the highly detailed touches on some of the 
materials such as graphene—an ultra-tough 
carbon fiber recognizable by its peculiar 
pattern. 


“The tank influence is pretty obvious when 
driving through the streets of Gotham 
City: clipping the corners of buildings and 
fighting head-to-head against an army of 
armored drones.” 


Between conceptual drawings and 3-D proto- 
types, designing the Batmobile took months. 
“It went back and forth until we managed to 
fit all the elements in an elegant but realistic 
manner,” says Hego. “Video games let us 
take artistic license from time to time, but 
we wanted to make the Batmobile a believa- 
ble and functional piece of machinery just as 
much as it was a visually stunning vehicle.” 


Burnouts, boosts, high-speed ejects, and 
smashing through building corners are just 
some of the new actions that the Batmobile 
introduces into gameplay. When the player is 
behind the wheel, the Batmobile can feel like 
an unstoppable force. 


“We wanted to create a totally authentic 
Batmobile experience while still retaining all 
the detail in the environment,” says Hill. “We 
didn’t create a big world just for the sake of 
creating a big world—it's about creating a 
fun city for the player to explore—something 
that’s truly authentic to Batman.” 


THE ART OF ROCKSTEADY’S BATMAN ARKHAM ASYLUM, ARKHAM CITY & ARKHAMKNIGHT 


PREVioUS SPREAD An X-ray effect of the game's new Batmobile, produced for marketing purposes. 


Tuts PAGE Additional angles of Arkham Knight's Batmobile, produced by the Sixmorevodka design studio. 


opposite In-game shots of the Batmobile in action. - 


FOLLOWING sPreaD An in-game view of the Batmobile with enhanced elements for marketing promotion 


Paces 296-97 Arkham Knight's final Batmobile design. 


PREVIOUS SPREAD Batman and the 
Batmobile, as seen in Arkham Knight. 


opposite Batman as designed 
for the marketing of Arkham Ci 


FOLLOWING SPREAD Batman and 


Gotham City, as seen in Arkham Knight 


PART"5 


ARKHAM'S LEGACY 


ROCKSTEADY’S APPROACH 10 COLLABORATION AMONG 
CREATIVE PEOPLE IS ULTIMATELY WHAT'S BEHIND 


Fo. 


From Arkham Asylum to Arkham Knight, our 
allenge 


is to create a cinematic story told 


through the player's actions,” says Paul Crocker 


"The player doesn't just watch—he playé the action 


searched for ways to push story 


0 the player, rather than show it to them 


Looking back at the story arc of the Arkham 
trilogy, Rocksteady's Batman saga is both tragic 


and triumphant 


‘When we 


yrote for Batman, what we were really 
king to do was to hit the key story beats of 
racters, 


‘We weren't trying to write a story 


ne ch: 


relationships betwee! 
m Hil 
that just moved between set pieces—we were 


tying’to write a story that was built on interac: 


tions and relat 


onships. 


i critics wowed by the time they've spent in Gotham City, the games have captured the 
perience of being Batman like nothing before“or since. 


When Rocksteady made its pitch for a Batman 
game back in 2007, the team structured its 
approach around four pillars—navigation of the 
environment, Batman as the world’s greatest 
detective, a smooth and intuitive combat system, 
i Batman as the invisible predator. After eight 
years and the record-breaking achievements 
of Arkham Asylum, Arkham City, and Arkham 
Knight, those four pillars now support a monu 


ai 


ment to Super Hero gaming done right 


‘The only way we've found to deliver a succes 


ful game is hard work, passion, and energy, 
says Hill. “When you play the games, you should 
sion in every part of the 


be able to feel that r 
experience. 


I don't think that's something that you can fake. 
The love and care is inherent in every moment 
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